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<mockup version="1.0" skin="sketch" fontFace="Balsamiq Sans" 
measuredW="537" measuredH="327" mockupW="280" mockupH="191"> 
  <controls> 
    <control controlID="0" 
controlTypeID="com.balsamiq.mockups::Button" x="302" y="136" w="213" 
h="94" measuredW="134" measuredH="27" zOrder="0" locked="false"> 
      <controlProperties> 
        <align>left</align> 
        <bold>true</bold> 
        <color>16750848</color> 
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        <icon>edge%7Csmall</icon> 
        <italic>true</italic> 
        <menuIcon>true</menuIcon> 
        <size>18</size> 
        <state>disabled</state> 
        <text>Button</text> 
        <underline>true</underline> 
      </controlProperties> 
    </control> 
  </controls> 
</mockup> 
<mockup …> …<\mockup>
<controls>
<control…> …<\control>
<controlProperties>
  
 
<mockup version="1.0" skin="sketch" fontFace="Balsamiq Sans" 
measuredW="1596" measuredH="1180" mockupW="1590" mockupH="1174"> 
  <controls> 
    <control controlID="0" controlTypeID="__group__" x="6" y="6" 
w="334" h="157" measuredW="0" measuredH="0" zOrder="0" locked="false" 
isInGroup="-1"> 
      <controlProperties> 
        <controlName>TextBlockSym</controlName> 
      </controlProperties> 
      <groupChildrenDescriptors> 
        <control controlID="0" 
controlTypeID="com.balsamiq.mockups::Canvas" x="0" y="0" w="334" 
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h="157" measuredW="0" measuredH="0" zOrder="0" locked="false" 
isInGroup="0"/> 
        <control controlID="1" 
controlTypeID="com.balsamiq.mockups::Canvas" x="31" y="16" w="273" 
h="124" measuredW="0" measuredH="0" zOrder="1" locked="false" 
isInGroup="0"/> 
        <control controlID="2" 
controlTypeID="com.balsamiq.mockups::Label" x="130" y="68" w="-1" h="-
1" measuredW="0" measuredH="0" zOrder="2" locked="false" 
isInGroup="0"> 
          <controlProperties> 
            <text>Puvodni%20text</text> 
          </controlProperties> 
        </control> 
      </groupChildrenDescriptors> 
    </control> 
  </controls> 
</mockup> 
<control…> …<\control>
<control controlID="5" controlTypeID="com.balsamiq.mockups::Component" 
x="476" y="50" w="-1" h="-1" measuredW="0" measuredH="0" zOrder="1" 
locked="false" isInGroup="-1"> 
      <controlProperties> 
        <override controlID="0" x="0" y="0" w="334" h="157"/> 
        <override controlID="1" x="31" y="16" w="273" h="124"/> 
        <override controlID="2" x="61" y="35" w="-1" h="-1"> 
          <align>center</align> 
          <bold>true</bold> 
          <color>13576743</color> 
          <italic>true</italic> 
        </override> 
 <src>./assets/Project%20Symbols.bmml#TextBlockSym</src> 
 </controlProperties> 
</control> 
controlTypeID 
com.balsamiq.mockups::Component" <override…/> 
<src>
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<control…> …<\control> 
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<override…/> 
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Program si poradí i s rozložením prototypu určeném pro desktop, viz  a
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